TEKENSTERYTELLING 


Token is a simple roleplaying system that you can use to explore fantastic fictional worlds. In order to play 
a game using Token, you will need some paper, pencils, and lots of six-sided dice. 


Making Things Happen 

Whenever a player wants their character to accomplish something, they state exactly what it is that they want 
their character to accomplish (the more specitic, the better) and then roll some six-sided dice. Players may roll up 
to eight dice from their Pool, so long as this does not exceed their current Pool total. 

Atter the dice have been rolled, the player counts all results of five and six. Each such result is counted as 
a 'success' — the more successes that a player rolls, the more likely their character is to accomplish whatever it was 
that they set out to do. The only thing in the way of success is the difficulty of the undertaking itself. 

Whenever a character wants to accomplish something, the Referee assigns a target ditticulty to the 
undertaking, based upon exactly how difficult they perceive accomplishing said undertaking will be. Alist of default 
target ditticulties tollows: 










Simple: The undertaking is automatically accomplished. 
Very Easy: | success needed. 

Easy: 2 successes needed. 

Average: 3 successes needed. 

Hard: 4 successes needed. ViK 
Very Hard: 5 successes needed. Ye) ll 
Impossible: The undertaking is automatically a failure. 


The number of successes that a player needs to roll in order tor 
their character to accomplish whatever it was that they set out to 
accomplish is directly proportionate to the perceived difficulty of 
the undertaking, as outlined above. If they roll enough 
successes, the character accomplishes what they set out to 
do. It they don't roll enough successes, a couple of ditferent 
things happen... 

First (and most obviously), the acting character 
doesn't accomplish whatever it was that they set out to 
do. Second, a number of dice are subtracted from the 
rolling player's Pool total. The exact number of dice that are LG : 7, 
subtracted trom the player's Pool total is equal to the ditference ber oe. eee 
between the assigned difficulty of the undertaking that they tailed to see 
through and the number of successes that they rolled (it, indeed, they rolled any at all). For example: 


Butch has a Pool of twelve dice and states that he wants his character, a wily hedge wizard, to cast a spell 
that will render his seven traveling companions invisible to others. Butch wants this undertaking to succeed, so he 
chooses to roll 7d6 from his current Pool. The Referee thinks that rendering seven people invisible to everybody else 
will take a lot of concentration, so he assigns a difficulty of Hard (4 successes) to said undertaking. Butch rolls the dice 
and produces two successes, thus, his character fails to successtully complete the undertaking in question and Butch 
removes two dice from his Pool total, reducing it fo ten dice. 


Getting Hurt 


Any time that tailing to successfully complete an undertaking could 
result in character injury (e.g., "I'm going to overpower that thug and drag him 
into the alley"), the character may be injured. In the event that a character fails 

to complete a potentially harmful undertaking per their statement of intent, 
they sustain a level of injury. There are three levels of injury: Scuffed Up, 
Wounded, and Out. 

Scuffed Up characters are slightly inconvenienced. Their player 
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subsequent undertakings (until they are healed). Wounded characters are 
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generated when resolving subsequent undertakings (until they are healed). 

Out characters are knocked out or otherwise incapacitated — unless their 

player has chosen to Stake Their Life on the outcome of a given 

potentially injurious action (see below). 

How badly a character is injured is determined by how far their player fell 

short of generating the required number of successes to see the undertaking 

being resolved through to a successful conclusion, per their statement of 
intent. The default wound penalties for failed rolls are: 


Failed by 1 Successes: Character is Scutfed Up 
Failed by 2-3 Successes: Character is Wounded 
Failed by 4+ Successes: Character is Out 





By default, wound levels are cumulative (i.e., if a Scuffed Up 
character receives another result of Scutfed Up, he becomes Wounded). lf a 
character has chosen to Stake Their Life on the outcome of a potentially injurious action, they gain a one-time 
bonus of five six-sided dice to roll when they undertake said action (this is the only time that a player can roll a 
number of six-sided in excess of their current Pool total). Ifthey fail to accomplish the action in question, though, they 
pay with their life (i.e., they die). When a player stakes their character's life on the outcome of an action, they’re 
saying “This is something worth dying for!” 


Getting Healed 


Conditions of Scuffed Up are removed at the rate of one per hour (in game world time). Conditions of 
Wounded are staged down to Scuffed Up at the rate of one per day (agin, in game world time). If knocked Out (i.e., 
knocked unconscious), a character has a condition of Wounded when they awaken that is removed per the rules 
above. If a character is killed, they usually stay dead. If, in the context of a given setting, they can be brought back 
to life, when they awaken they are Out (after which this condition is staged down, per the rules above). 


Protagonist Characters 


Protagonist Characters (PCs) in this game are, mechanically, defined only by a Pool of six-sided dice. That 
said, determining how many dice that Pool is composed of is a matter of thoughttully describing one's character using 
words. For example, paying special attention to the following things may earn you dice for your Pool: 


Describing specitic areas of expertise in which your PC excels: 1 Die 

Describing powers or special abilities that your PC possesses: | Die 

Giving your PC a name appropriate for the setting being played in: 2 Dice 
Detining your PC in a manner appropriate for the setting being played in: 2 Dice 
Detining your PC’s personality in detail: 3 Dice 


Detining your PC’s familial and platonic relationships: 3 Dice 


J: 


™ Defining some specific short-term and long-term goals for your PC: 4 Dice 
™ Defining some specitic shortcomings or weaknesses of your PC: 4 Dice 
m@ Weaving your PC’s lite story into that of another PC: 5 Dice 


Note that you can only claim each of the above die rewards once (e.g., listing multiple character weaknesses 
still only gets you a total of four dice for said character's initial Pool). Note also that the above list of conditions is 
only meant to serve as an example — you may create your own list of custom dice rewards to enforce the elements 
of a character that you feel are important to your game. 


Non-Protagonist Characters 


NPCs are simply described. Like non-protagonist characters in novels and films, they exist only to provide 
external definition for the PCs. They don't have to roll dice to do stuff and, when a PC comes into conflict with them, 
their actions are simply assigned a difficulty per the PC's response to said actions. For example: 


The abominable Walker Frost (and NPC) thrusts his sword cane's tip toward our hero's gullet. Our hero states 
that he quickly dodges Walker's thrust and counters with a strike of his own, forcing Walker fo yield. The GM assigns 
a difficulty of "Hard" to this undertaking. 


Had the above PC (for whatever reason) simply stood stone still and done nothing, Walker's sword cane 
would have continued on its course unobstructed. For the purposes of determining damage, treat a 'no action 
response as a roll with no successes being generated. How do NPCs suftter injury? However the player of a PC 
describes it in their statement of intent, provided that they see their undertaking through to that conclusion. 


Conventions and Kewards 


Setting and genre conventions are, in many games, just loose guidelines that intimate how characters should 
behave or how the world works. Here, they fulfill this same role, though they also provide some additional incentive 
for players to adhere to them during actual play. 

Prior to the beginning of a given game that utilizes Token, the Reteree should create 
a short list of what he considers the most important conventions of his game’s genre or 






setting with regard to PC behavior. For example, ina Token game that is about chivalrous 
knights in the employ of the Church, the Referee comes up with the following conventions 
that idealize how such a PC should behave: 


Thou shalt defend the Church. NY 7A" ) Ye 








u 

™ Thou shalt defend those unable to defend themselves. 

™@ Thou shalt not recoil before thine enemy on the field of battle. \o% 

™ Thou shalt never lie, and shalt remain faithful to they pledged word. oe 


Whenever a character does something during actual play that honors one ot 
these conventions, the Reteree should make a note of it and award the player an extra 
die, which they may immediately add to their Pool total. 
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